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This product has been rated by the Entertainment Software Rating Board. For information 
about the ESRB rating, or to comment about the appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


INSTALL GUIDE 
SYSTEM REQUIREMENTS 
MINIMUM CONFIGURATION 


Windows® XP, Windows Me, Windows 2000, Windows 98 
500 MHz Intel® Pentium® Ill or AMD® Athlon™ processor 
128 MB RAM 

8x CD-ROM/DVD-ROM drive 


2.8 GB free hard disk space plus space for saved games (additional space required for 
Windows swap-file and DirectX” 8.1 installation) 


m@ 32 MB Direct3D™ and Hardware Transform & Lighting capable video card using the 
NVIDIA® GeForce4™, NVIDIA GeForce3"’, NVIDIA GeForce2”, NVIDIA GeForce 256”, ATI® 
Radeon™ 8500, ATI Radeon 7500, ATI Radeon, or Matrox® Parhelia chipset with DirectX 
8.1 compatible driver 


m@ DirectX 8.1 compatible sound card 
m Keyboard 
m Mouse 


REQUIRED FOR MULTIPLAYER GAMES 
Internet* (2-16 players) 


m 56 Kbps or faster Internet connection 
m@ 1 disc/player per computer 


Internet” (2-32 players) 

@ Broadband Internet connection (DSL, cable modem, or faster) 

@ 1 disc/player per computer 

Network (2-32 players) 

m@ TCP/IP compliant network 

m 1 disc/player per computer 

* AN INTERNET CONNECTION IS REQUIRED FOR THIS FEATURE. EA RESERVES THE RIGHT 
TO TERMINATE ITS ONLINE SUPPORT OF THIS PRODUCT AFTER 90 DAYS NOTICE. Subject 
to online Terms of Service and all features may not be available at time of purchase. Please 
check online at www.battlefield1942.com for more information. 


INTRODUCTION 


Thank you for purchasing Battlefield 1942": WWII Anthology. This Install Guide will assist 
you in installing and running the game on your system, as well as provide valuable trouble- 
shooting and support information. 

Please take time to ensure your system meets the Minimum Configuration requirements. It 
is essential that your system meets these requirements in order for Battlefield 1942: WWII 
Anthology to function properly. 


DISK PREPARATION 


Before you install any software, it is critical that your hard drive be in proper working order. 
We recommend running ScanDisk, Disk Defragmenter, and Disk Cleanup. 


ScanDisk searches your hard drive for lost allocation units as well as cross-linked files and 
directories. Disk Defragmenter ensures that your data is sorted properly, thereby helping to 
prevent corrupt data. Disk Cleanup clears unnecessary files from your system, freeing up 
disk space and preventing conflicts that might stop the game from installing correctly. 

To run ScanDisk (Windows Me or 98): 

1. Left-click the @8Start button from the Windows Taskbar. The Start menu opens. 

2. From the Start menu, select Run.... 

3. In the Run dialog box, type scandisk, then click OK. ScanDisk opens. 

| 


Make sure a check mark appears in the Automatically fix errors box, then select the 
drive to which you are installing the game (e.g., C:). 


4. Click START to begin ScanDisk. 

To run Disk Defragmenter: 

1. Left-click the @4Start button from the Windows Taskbar. The Start menu opens. 
2. From the Start menu, select Run.... 


3. In the Run dialog box, type dfrg.msc (or defrag if using Windows Me or 98), then click 
OK. The Select Drive dialog box appears. 


4. Select the drive to which you are installing the game. 

5. Click Defragment (or OK) to begin Disk Defragmenter. 

To run Disk Cleanup: 

1. Left-click the @4Start button from the Windows Taskbar. The Start menu opens. 

2. From the Start menu, select Run.... 

3. In the Run dialog box, type cleanmgr, then click OK. The Select Drive dialog box appears. 
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. Select the drive to which you are installing the game, then click OK. The Disk Cleanup 
window appears. 


5. In the Files to delete: field, make sure a checkmark appears in the Temporary files box 
(if present). If any other boxes are checked, uncheck them. 


6. Click OK to begin Disk Cleanup. 
7. A prompt appears asking for verification to delete files. Click YES. 


INSTALLING THE GAME 


To install Battlefield 1942: WWII Anthology: 

1. Start the Windows operating system. 

2. Close all open programs and background tasks, including virus scanners (see General 
Performance/Lockups on p. 7). 

3. Insert Battlefield 1942: WWII Anthology Disc 1 into your CD-ROM/DVD-ROM drive. The 
Choose Your Language window appears. 

4. Select a language, then click OK. The Autorun menu appears. 

m@ If the Autorun menu does not automatically appear, left-click the #8Start button from 
the Windows Taskbar and select Run.... Type D:\autorun.exe in the Run dialog box, then 
click OK (substitute the correct letter of your CD-ROM/DVD-ROM drive if other than ‘D:’). 
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5. Click INSTALL to initiate the setup program. The Install Shield Wizard opens. Click NEXT 
to continue. 


6. Select the components and destination folder for the installation, then click NEXT. 

7. You are now prompted to enter your serial number for Battlefield 1942, which can 
be found on the back of your Battlefield 1942: WWII Anthology CD case. Click OK to 
continue. 

8. The installer checks your version of DirectX. If you don’t have DirectX 8.1 or later, you 
will be prompted to install DirectX. 


9. Select YES to install GameSpy Arcade or NO to skip GameSpy Arcade installation and 
click NEXT. 


10. Select your Programs folder, then click NEXT. 
11. Game files are copied to your hard drive. At the prompt, remove Disc 1 and insert Disc 2. 


12. If you wish to read the readme file or create a Battlefield 1942: WWII Anthology shortcut 
on your desktop, check the appropriate boxes and click FINISH. 


13. If you chose to install Battlefield 1942: The Road to Rome in step 6, remove Disc 2 and 
insert Disc 3 at the prompt. 


14. You are now prompted to enter your serial number for Battlefield 1942: The Road to 
Rome, which can be found on the back of your Battlefield 1942: WWII Anthology CD case. 
Click OK to continue. 


15. Game files are copied to your hard drive. 
16. If you wish to read the readme file, check the appropriate box and click FINISH. 


17. If you chose to install Battlefield 1942: Secret Weapons of WWilin step 6, remove Disc 3 
and insert Disc 4 at the prompt. 


18. You are now prompted to enter your serial number for Battlefield 1942: Secret Weapons 
of WWII, which can be found on the back of your Battlefield 1942: WWII Anthology CD 
case. Click OK to continue. 

19. Game files are copied to your hard drive. 

20. If you wish to read the readme file, check the appropriate box and click FINISH. 

21. If you chose to install Battlefield 1942 PunkBuster in step 6, click NEXT. 

22. Read the license and click YES. Game files are copied to your hard drive. 

23. If you wish to read the readme file, check the appropriate box and click FINISH. 

24. If you chose to install Battlecraft 1942 in step 6, click NEXT. 


25. Chose the destination to which you wish to copy Battlecraft 1942 files. Game files are 
copied to your hard drive. 


26. Select to launch a user guide or tutorial and click FINISH. 

27. \f you chose to install the Battlefield Mod Development Toolkit in step 6, click NEXT. 

28. Read the license and click YES. 

29. Click NEXT to accept the installation folder. 

30. Click NEXT again to proceed. Game files are copied to your hard drive. 

31. Chose to have a desktop icon by clicking YES or NO. 

32. Click FINISH to complete installation. 

33. If you choose to register your software, select either REGISTER NOW or REGISTER LATER. 


NOTE} If DirectX 8.1 was installed as part of the installation process. You will be 
prompted to reboot your system to complete the installation process. 


STARTING THE GAME 
To start Battlefield 1942: WWII Anthology (with disc already in drive): 
1. Close all open programs and background tasks, including virus scanners (see General 


Performance/Lockups on p. 7 for more info). 

2. Left-click the @8Start button from the Windows Taskbar and select All Programs (or 
Programs) > EA GAMES > Battlefield 1942 WWII Anthology > Battlefield 1942 WWII 
Anthology. 

To start Battlefield 1942: WWII Anthology (without disc already in drive): 

1. Start the Windows operating system. 

2. Close all open programs and background tasks, including virus scanners (see General 
Performance/Lockups on p. 7 for more info). 

3. Insert Battlefield 1942: WWII Anthology Disc 1 into your CD-ROM/DVD-ROM drive. The 
Autorun menu appears. 


BNOTE: If the Autorun menu does not automatically appear, left-click the Start 
button from the Windows Taskbar and select Run.... Type D:\Autorun.exe in the 
Run dialog box, then click OK (Substitute the correct letter of your CD-ROM/DVD- 
ROM drive if other than ‘D:’). 


4. Left-click the PLAY button. 


UNINSTALLING/ 
RE-INSTALLING THE GAME 


If you are having problems or the game did not install correctly the first time, we recom- 

mend re-installing the game. 

To uninstall Battlefield 1942: WWII Anthology: 

1. Start the Windows operating system. 

2. Left-click the #4Start button from the Windows Taskbar and select All Programs (or 
Programs) > EA GAMES > Battlefield 1942 WWII Anthology > Uninstall Battlefield 
1942 WWII Anthology. 

3. Follow the on-screen instructions to complete the uninstall process. 


Files that were created after the installation of Battlefield 1942: WWII 
Anthology, such as saved games, will remain on the hard drive after completing 
the uninstall process. If you wish to continue to use these files, simply re-install 
the game to the same directory. 


To re-install Battlefield 1942: WWII Anthology: 
@ Follow the /nstalling the Game instructions on p. 3. 


PROBLEMS WITH YOUR 
SOFTWARE? 


If you are having a problem installing or using your software, we want to help. 

@ Please make sure you have read thoroughly the System Requirements and Installing 
the Game sections. It is essential that your system meets the Minimum Configuration 
requirements for the game. 


If you followed the directions and are still having trouble installing or operating the software, 
below are some troubleshooting tips that might help solve the problem. 


DIRECTX PROBLEMS 


One of the most important aspects of trouble-shooting your system will be determining its 
compatibility with Microsoft’s DirectX. DirectX is an Application Programming Interface (API) 
that gives Windows based applications high-performance access to your system’s hardware. 
This makes the DirectX API well suited for Windows games. Battlefield 1942: WWII Anthology 
uses DirectX 8.1 and includes DirectX 8.1 files that you can install. 

There are two considerations to be made. First, you must be sure that you have DirectX 8.1 

(or higher) installed on your computer. Second, you must make sure that your existing hard- 

ware (your video and sound cards) has “drivers” that are fully compatible with the version of 

DirectX that you have installed. A “driver” is the software provided by your hardware manu- 

facturer that allows your hardware to communicate with DirectX and Windows. It is essential 

that your video and sound drivers are fully up to date. 

Three DirectX components, DirectDraw”, Direct3D, and DirectSound”, may require updating 

your video card and sound card drivers for proper operation. Using video card and sound 

card drivers that do not support DirectX, or that were written for an earlier version of DirectX, 
will result in various performance, display, and audio problems when running DirectX based 
applications. 

During the installation of Battlefield 1942: WWII Anthology, the install program checks the 

version of DirectX that is installed on your system. If it finds that you have DirectX 8.1 or 

higher present, no action is taken. If it finds that you do not have DirectX 8.1 installed, you 
are prompted to install it. 

To check your system’s DirectX compatibility (to see if your video card and sound card 

drivers have DirectX support): 

1. Left-click the Start button on your Windows Taskbar, then click Run.... 

2. In the Run dialog box, type dxdiag then click OK. 

3. From the System tab, check the DirectX Version to ensure that you have DirectX 8.1 
installed. If an earlier version is displayed (e.g., 6.0 instead of 8.1), or if dxdiag fails to 
launch, you will need to install DirectX 8.1 (see Jo install DirectX on p. 7). 

4. Click on the Display and Sound tabs for the video and sound devices that you will be 
using to run the game. 

The Drivers section of each tab displays the driver version number and whether or not your 

driver is Certified (or Signed) by Microsoft as supporting DirectX 8.1. 

@ /f the Certified or Signed field states “No” in this section, you should contact your 
manufacturer to obtain updated drivers that support DirectX 8.1. This can usually be 
accomplished by visiting the manufacturer's website and downloading the proper files. 
Contact your manufacturer directly for assistance in updating your drivers. 

@ If the Certified or Signed field states “Yes” in this section, your video card or sound card 
supports DirectX 8.1 and should work properly in DirectX 8.1 applications. 

@ You should also make sure that the driver version number is 4.14.00.0000 or higher (for 
example: 4.10.00.0000 would be good, while 4.03.00.0000 would indicate that the driver 
needs to be updated.) 

@ Finally, refer to the Notes field at the bottom of each tab. These will provide useful 
information about the status of the drivers. 

During the installation of Battlefield 1942: WWII Anthology, the install program checks your 


version of DirectX and prompts you to install it if necessary. If you wish to update to DirectX 

version 8.1 manually, please use the following steps. 

To install DirectX: 

1. Insert Battlefield 1942: WWII Anthology Disc 1 into your CD-ROM/DVD-ROM drive. Exit the 
Autorun menu if it appears. 

2. Click the @Start button and select Search > Files and Folders (or Find > Files or 
Folders. ..). The Search dialog box appears. 

3. In the file name field, type DXSETUP. 

4. In the Look In: field, select the CD-ROM/DVD-ROM drive (this is typically the ‘D:’ drive, 

but may be different on your system). 

. Click Search (or Find Now). 

. Double-click DXSETUP when it appears. 

. At the End User License Agreement screen, click Yes to proceed or No to cancel. 

. Click the Install or Close button. 

. Follow the on-screen instructions. 


GENERAL PERFORMANCE/LOCKUPS 


In some cases, programs that are running on your system can monopolize resources that the 
game needs in order to install, load and run properly. Not all of these programs are imme- 
diately visible. There are a number of programs, called “background tasks”, that are always 
running on your system. 

While shutting down background tasks will optimize your system for 
running Battlefield 1942: WWII Anthology, these background tasks’ features will be 
unavailable once shut down. Be sure to re-enable background tasks after playing 
Battlefield 1942: WWII Anthology by restarting your computer. 


Anti-virus/Crash Guard Programs 

If your system is running Anti-Virus or Crash Guard programs you will need to close or dis- 
able them to run Battlefield 1942: WWII Anthology. To do this, find the icon for the program 
on the Windows taskbar. Right-click the icon and select “close”, “disable”, or the relevant 
option. Please note that these programs will be reactivated the next time you restart your 
computer. 


General Background Tasks 

Once Anti-Virus and Crash Guard programs have been disabled, you should end all unneces- 

sary general background tasks. 

To view and close background tasks (Windows XP): 

1. Hold down the Ctrl and Alt keys, then tap the Delete key. The Windows Task Manager 
appears. 

2. Click the Applications tab. This tab displays a list of all background tasks running on 
your system. 

3. To end a background task, click on its name in the list, then click the End Task button. 

4. Repeat this process until all the background tasks are closed. 


The Task Manager allows you to close “Processes” in addition to 
Applications. Many of the listed Processes are necessary Windows functions that 
should not be closed. Therefore, we recommend you only close Applications and 
do not close any Processes. 


COnon 


To view and close background tasks (Windows 2000): 

1. Hold down (CTRL) and {ALT} then tap (DEL). The Windows Security pop-up appears. 

2. Select Task Manager. The Windows Task Manager appears. 

3. Click the Applications tab. This tab displays a list of all background tasks running on 
your system. 

4. To end a background task, click on its name in the list, then click the End Task button. 

5. Repeat this process until all the background tasks are closed. 

It is important to remember that the next time you restart your com-puter, all of the back- 

ground tasks that you ended will reactivate. 


NOTE} The Task Manager allows you to close “Processes” in addition to 
Applications. Many of the listed Processes are necessary Windows functions that 
should not be closed. Therefore, we recommend you only close Applications and 
do not close any Processes. 

To view and close background tasks (Windows Me or 98): 

1. Hold down (CTRL) and (ALT) on your keyboard, then tap (DEL). The Close Program 
window appears. Inside this window is a list of all background tasks running on your 
system. 

m@ It is important that you DO NOT CLOSE the background tasks named Explorer and 
Systray. All other background tasks may be ended. 

2. To end a background task, click on its name in the list, then click the End Task button. 

3. The Close Program window closes and the task is ended. 

4. Repeat until only Explorer and Systray remain. 

It is important to remember that the next time you restart your computer, all of the of the 

background tasks that you closed/ ended will return/reactivate. 


MOTHERBOARD CHIPSET 

If you are continuing to have performance problems and have already ensured that your 
system is completely compatible with DirectX 8.1 (See DirectX Problems on p. 6), you should 
check with your system manufacturer for the availability of updated motherboard chipset 
drivers. Updating your motherboard drivers will usually enhance the performance and func- 
tionality of your system’s video, hard drive, and CD-ROM/DVD-ROM drive controllers. Please 
consult your system manufacturer or motherboard documentation for assistance. 


CD-ROM/DVD-ROM PROBLEMS 


An 8x-speed or faster CD-ROM/DVD-ROM drive is required to run Battlefield 1942: WWII 
Anthology. 
Receive “File not found” error message when installing or running the game 


m@ Make sure the disc is in the CD-ROM/DVD-ROM drive. The disc must be in the drive to 
install or run the game. 


m@ Make sure the disc is clean and not scratched or damaged. 
CD-ROM/DVD-ROM Performance Problems 


m Make sure you are using a 32-bit native Windows driver to control your CD-ROM/DVD- 
ROM drive. 


To verify that you are using 32-bit drivers (Windows Me or 98): 

1. Left-click the #8Start button from the Windows Taskbar and select Settings > Control 
Panel. 

2. From the Control Panel, double-click System. The System Properties appear. 

3. Click the Performance tab. 

NOTE} If the Performance Status states that your system is configured for optimal 

performance, you are using 32-bit Windows native drivers and do not need to 

update them. If not, you may need to update your CD-ROM/DVD-ROM drivers. 

Contact your manufacturer for assistance. 

@ Do not use a DOS-based 16-bit driver to control your CD-ROM/DVD-ROM drive (loaded in 
CONFIG.SYS) as it may significantly reduce performance. 


VIDEO PROBLEMS 


Battlefield 1942: WWII Anthology requires a video card capable of 640x480 resolution with 
16-bit color depth. In addition, the video card must have at least 32 MB of video memory 
and be completely compatible with DirectX 8.1. 

The most common cause of video problems is an outdated video driver (see DirectX 
Problems on p. 6). Please ensure that you are using the latest driver available for your video 
card. Refer to your manufacturer's website or contact them for assistance if necessary. 
You should also experiment with the various display settings available in Battlefield 1942: 
WWI! Anthology. \n general, lowering the detail settings, resolution, and color depth should 
help the performance of the game. 

Also, make sure your video card and monitor are capable of displaying the resolution and 
color depth you have selected. Refer to your hardware documentation for help. 


MEMORY PROBLEMS 


Battlefield 1942: WWII Anthology requires 128 MB RAM and Virtual Memory ENABLED. We 
advise letting Windows manage the amount of virtual memory automatically (the default set- 
ting) and having at /east 500 MB free space on the main hard drive (the drive that contains 
Windows, typically ‘C:’) after installation. Please refer to your system documentation or 
manufacturer if you need help configuring your virtual memory. 


SOUND PROBLEMS 


Battlefield 1942: WWII Anthology requires a sound card with DirectX 8.1 compatibility. If 
your sound card driver is not fully compatible with DirectX 8.1, you may experience choppy 
or stuttering sound, or sound that cuts in and out. In this case, we recommend obtaining 
updated drivers from your sound card manufacturer (see DirectX Problems on p. 6). 


Installed sound card, but there is no sound 
m@ Make sure your speakers or headphones are plugged into the appropriate jack, are 


turned on, and the volume control is turned up. If the problem persists, contact your 
manufacturer. 


CONTROLLER PROBLEMS 


In order for Battlefield 1942: WWII Anthology to function with your controller, you must first 
configure it properly within Windows. If your controller requires its own applet or software 
in order to function, be sure it is properly installed and up to date. Refer to your controller 
documentation for instructions on setting up your controller in Windows. Contact your con- 
troller manufacturer if you need further assistance. 
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Check the status of your controller(s) by using the Windows Game Controllers applet. To 
open the Game Controllers applet, click Start > Control Panel > Printers and Other 
Hardware, then click on Game Controllers (or {Start > Settings > Control Panel, then 
double-click on Gaming Options if using Windows Me, 2000, or 98). You should see a list of 
currently connected controllers displayed with the status of “OK”. Any controller not listed as 
“OK” will not be detected by Battlefield 1942: WWII Anthology and will be unusable. 


NETWORK PROBLEMS 


Battlefield 1942: WWII Anthology requires a TCP/IP compliant network and network interface 
card for network play. If you experience difficulties with network play, consult your network 
manual or network administrator for specific information on loading drivers. 


Connection Problems 

m@ Make sure the computers you are trying to connect are on the same network and are all 
using the required protocol. 

@ Do not run any applications that communicate over the network in the background (¢.g., 
mail programs, personal schedulers, network monitors, or instant messengers) while 
playing a network game. 

Testing Network Connectivity 

It is possible to test your network status with DirectX. 

1. Click the #4Start button on your Windows Taskbar, then click Run.... 

2. Inthe Run dialog box, type dxdiag then click OK. 

3. Click the Network tab. 

4. Click the Test DirectPlay button, then highlight the network protocol you will be using 
from the list of Service Providers. 

5. Make sure that the button next to Create New Session is selected, then click OK. A 
DirectPlay Chat test session opens. 

6. To test your network connectivity, other users must attempt to join your DirectPlay Chat 
test session. To join your test session, other users should follow steps 1-4, select Join 
Existing Session, and click OK. 

7. Attempt to chat by typing a message and clicking Send. 

Test results are displayed in the Notes field upon closing the test session. Contact your net- 

work administrator if results indicate that a problem exists or if other users have difficulty 

joining your Chat test session. 

IP Address 

If you do not know what your TCP/IP address is, you can find out by following these steps: 

To determine your IP address (Windows XP and 2000): 

1. Establish a direct Internet connection. 

2. Click the 8Start button and select Run.... 

3. Type cmd in the Run dialog box, then click OK. A command prompt window opens. 

4. Type ipconfig and press Enter. A list of information is displayed, including your current 
IP Address. 

5. Record this number and close this window when finished. 

To determine your IP address (Windows Me or 98): 

1. Establish a direct Internet connection. 

2. Click the #Start button and select Run.... 


3. Type winipcefg in the Run dialog box, then click OK. The IP Configuration utility opens. 

4. Select the network device you are using to connect to the Internet from the available 
choices in the drop down box. 

m@ Your IP address is the number displayed in the IP Address field. 

5. Record this number and close this window when finished. 


Network Performance Issues 

There are various adjustments you can make to be sure you get the best performance out of 

your network game. These apply to the host computer as well as the client computers. Try 

them on the host first as this may solve all the problems. 

m@ Make sure the host computer (the one that creates the network game) is the fastest of 
the computers, as it controls the game speed. 

@ High-traffic networks slow the game down considerably. Avoid playing the game at peak 
traffic hours, while there are large file transfers or print jobs being done. 

m@ The slowest computer limits performance. Adjusting the resolution, detail settings, etc. on 
a slow machine can help boost performance in a network game. 

TCP AND UDP Port Info 

Battlefield 1942 uses the following TCP/UDP port(s) for Internet play: 

23000, 28900, and 27900 for GameSpy Internet 

22000 for GameSpy LAN 

14567 for Battlefield 1942 


Battlefield 1942: Secret Weapons of WWII uses the following TCP and UDP port(s) for Internet 
play: 

UDP range 14567-14570 

UDP 22000 

UDP range 23000 23009 

UDP port 27900 

TCP port 28900 


GAMEPLAY GUIDE 
INTRODUCTION 


1942: Axis and Allied forces are heavily involved in World War II and the fighting has 
extended to four fronts: North Africa, the Pacific Theater, and hundreds of miles of frontlines 
in Eastern and Western Europe. As a newly-recruited soldier, your assignment changes on 

a moment's notice—gunner, pilot, bombardier—and the scenery changes with it. Storm 
ground bunkers in the North African desert of El Alamein, or position your battleship off the 
black sand shores of lwo Jima. Run silent under the waters off Midway Island, or drop your 
payload over key supply routes along the French-German border. 

With up to 64 players in a single battle, you'll need to keep your wits about you. All military 
vehicles are at your disposal, from tanks, armored personnel carriers, and battleships, to the 
P-51 Mustang and the U-boat. 


We brought you the war, now it’s up to you to fight it! 
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COMPLETE CONTROLS 


The incredible variety of gameplay in Battlefield 1942: WWII Anthology puts you at the con- 
trols, of tanks, jeeps, battleships, water transports, submarines, and aircraft. You can also gut 
it out in the trenches with nothing more than a rifle, pistol, and a knife. 


GENERAL GAMEPLAY 

ACTION KEYBOARD MOUSE 
Enter/Exit Vehicle (E) 
si 
Say Team 

Show Scoreboard i 
Show Spawn Screen 
Show Map 


Zoom Map 
Inside View 
Chase Rear 
Chase Front 
Pause Game 
Screenshot 
Toggle Tooltip 

Radio Command 1-8 


Radio Interface Toggle On/Off or Cancel 
Existing Radio Command Before Sent _ 


LAND AND SE A 


ACTION KEYBOARD MOUSE 

Speed Up ee OM Bee tee 

Slow v Down/Reverse ae it Bey ier ceed 

Turn Left/Right = (Al/(D Cae 

Turret Up/Down ae fe ie Mouse Up/Down G 
Turret LefRight = ie Mouse Left/Right 
Fire a Lota ae ____ Mouse Button 1 e 


Alternate Fire silt ea i Mouse Button 2 


AIR 


ACTION KEYBOARD MOUSE 

Speed Up (W) 

Slow Down/Reverse {sj 

Rudder Left (a) 

Rudder Right () 

Pitch Up (ty Mouse up 

Pitch Down wo Mouse down 

Roll Left (J Mouse left 

Roll Right &) Mouse right 

Fire Mouse Button 1 
Alternate Fire i Keypad (0) Mouse Button 2 

Go to position 1- 3 @)-B) 

Toggle Nosecam On/Off 9) 

INFANTRY 

ACTION KEYBOARD MOUSE 

Forward (ca 

owe ee err ag 
To a 
Strafe Right (0) a 
Jump _ CRCEBAR 

Wa det CHE a af 
Drop/Pick Up Kit id. a 

oe a oa si ie oo er a 
Zoom in/Alternate Fire oe: : Mouse Button 2 ne 
i ae a oo 
Next Weapon au Wheel Up 

Previous Weapon Wheel Down 
Weapon1-6 oe ee 
Crouch i Left CONTROL) i 
oe ge es 


@ For detailed information on firing controls, see Using Weapons and Other Items on p. 27. 
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SETTING UP A GAME 

Whether you are heading solo into the field or rendezvousing with your platoon, your first 

orders are to establish a player profile. This is your identity and it’s the first window that 

appears when you start Battlefield 1942: WWII Anthology. 

@ To create a player profile, type a name in the PLAYER NAME text box. This is your 
battlefield character name. 

@ With multiple profiles, multiple players can use the same computer with their own 
personalized settings. 

W@ Type aname in the PROFILE NAME text box. This identifies your profile and is the name 
that appears on the profile button on the Main menu. 

@ Click NEW to add other profiles, or click USE to set up a game with your new profile. 

@ You can return to the Profile Setup menu anytime by clicking the Profile Name button in 
the upper right corner of the Main menu. 


MAIN MENU 


Single Player — Both single-player options, Campaign and Instant Battle, populate the 
battlefields with Al-controlled soldiers, friendly and otherwise (see Single 
Player Campaign Play below; Single Player Instant Battle on p. 21). 

Multiplayer The battle plan changes when you join the skirmish with other players. 
Four game types and up to 16 different battle lines herald an unprec- 
edented historical combat experience (see Multiplayer Battle on p. 21). 


Options Configure controls for using weapons, vehicles, aircraft, and watercraft 
(see Options Menu on p. 23). 

Credits Discover the people who made Battlefield 1942: WWII Anthology. 

Intro Replay the Battlefield 1942 intro movie. 


SINGLE PLAYER CAMPAIGN PLAY 


Maverick blood runs through your veins, and Single Player Campaign gets it pumping by 
handing you orders for 16 different missions inside the 1942 theater of operations. Fight for 
either the Allied or Axis forces, either way the action is intense. Both sides are populated by 
soldiers commanded by Strategic Artificial Intelligence (SAI). 

All elements are combined in single player play—planes, boats, and tanks—so don’t let your 
guard down for a minute. The next bullet coming out of that bunker just might have your 
name on it. 

Select the difficulty level, battle, and your allegiance, then track your battle stats as you go. 


NT aY vay iN ‘ a! 

START A NEW CAMPAIGN 

Click SINGLE PLAYER from the Main menu, then click the NEW CAMPAIGN tab to start a new 

single player campaign. 

NOTE} Default options are listed in bold type. 

Difficulty Level EASY, NORMAL, HARD, and IMPOSSIBLE categories are defined by three 
components: Al Skills, Player Death Ticket Penalty, and Enemy vs. Friendly 
Units Ratio. The higher these ratings, the higher the difficulty level. 
Click and drag the indicator on each slider bar to make adjustments to 
each of the settings. Adjusting the slider bars is the only way to set the 
IMPOSSIBLE difficulty level. 


@ Al Skills determine the fighting ability of non-playable characters (bots). 

@ Player Death Ticket Penalty determines the number of tickets you are 
penalized each time you are killed during a mission. 

@ Enemy vs. Friendly Units Ratio determines the number of troops in a 
battle for each side. 

@ Number of Bots determines how many non-player characters populate 
each team, friendly and enemy. 

Lower-end machines should try lowering this value if the frame 
rate is poor in single player mode. 

m@ CPU Time Given to Al determines how much of the CPU’s time is devot- 
ed to managing the Al. The higher this value is set, the more it impacts 
game performance. 

BNOTE: Lower this value to get better frame rate if you are playing on a 
lower-end machine with few bots, or to get better Al performance if you 
are playing with many bots. 


Levels The Levels window shows all available maps. Only the first map is dis- 
played when you are creating a new campaign. 
Team Select your team, ALLIED or AXIS. 


@ Click START after all of your selections are made. 


CONTINUE A CAMPAIGN 


Progress is automatically saved in Single Player Campaign Mode only after a battle is won. 
Your Profile is updated to reflect your progress. 


Wiis Your side does not have to win the battle in order to advance to the next level. 


To continue a campaign: 

1. Click the CONTINUE CAMPAIGN tab on the Single Player menu. The next level in the 
campaign is chosen automatically. 

2. Click CONTINUE to begin the level. 


,AMPAIGN SCORING 


In every battle, there are victories, defeats, and the stories that go along with those who live 
to tell them. 


Hits: number of shots 
on target 


Kills: number of enemy killed 


Deaths: number of times 
you were killed 


Medal: gold, silver, and 
bronze for 1st, 2nd, or 
3rd place. 


The Debriefing Screen appears at the end of each single-player battle. It explains the out- 

come of the battle and shows your battle stats. Fight with valor and you are recognized for 
your achievements. Medals are awarded for first, second, and third place scoring. Batt 
honors are displayed to the right of your individual statistics. 
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When you finish a mission while playing in Campaign Mode, you receive an overall score 
and evaluation for both the mission and the campaign. Individual missions modify the overall 
campaign score. A single mission defeat does not end a campaign, however losing too many 
battles will bring an end to the war early. 

Whenever you finish a mission you have the option to accept the score and advance to the 
next mission, or replay it for a better score. 

@ To try for a better result/outcome in your most recent mission, click REPLAY. 

@ To return to the Campaign menu, click DONE. 

m@ To proceed directly to the next campaign mission, click CONTINUE. 

You can finish an entire campaign without winning every mission, but your final score will 
suffer from it. 


NOTE: You can only save one campaign per profile. If you want to keep a number 


of parallel saved games on your hard disk you must create a new profile for each 


saved game. 


SINGLE PLAYER CAMPAIGNS 


Four fronts. Sixteen different battles. Multiple bomb-cratered, bullet-riddled, war-ravaged 
settings around the world for you to take your last, gasping breath, or create a victory for the 
generations. 


NOTE} For complete weapon and vehicle descriptions, see www.battlefield1942.com. 
THEATER OF OPERATIONS 
PACIFIC 


In the Pacific theater, Japan has incited a war against the Allied Forces that will be fiercely 
fought on land, sea, and air. After its surprise attack at Pearl Harbor, the Japanese will strive 
to use the momentum of its early success to sweep to a quick victory in the Pacific. U.S. 
forces, on the other hand, will have to regroup quickly for what promises to be a long and 
bloody conflict against a highly determined and highly skilled enemy. From dense island 
jungles to the wide open seas, both sides realize that every battle can turn the tide of this 
war and lead to ultimate victory in the Pacific. 


NORTH AFRICA 


To win control in North Africa, the victor will not only have to defeat a well-prepared and 
determined enemy, but it will also have to overcome brutal desert conditions. Faced with 
intense heat and an inhospitable terrain, both sides will need supreme planning as much as 
anything else to emerge victorious in the African desert. As both the Axis and Allied armies 
push forward, supply lines will become an increasingly important factor in this war. Clearly, 
whoever can establish and protect the flow of fuel, water, food, and ammunition will have a 
distinct advantage in the war in North Africa. 


EASTERN EUROPE 

On the Eastern European front, German high command had fully expected its military 
machine to roll through the Russian Red Army in a matter of months. In preparation for this 
campaign, the Third Reich staged one of the biggest build-ups in the history of modern war- 
fare. Unfortunately for the German commanders, they didn’t count on the indomitable spirit 
of the Russian troops or the impenetrable Russian winter. German forces swept through 


the Russian defense with relative ease in the early stages but the tide soon turned with the 
onslaught of the harshest winter conditions imaginable. With both sides now contending with 
the same inhospitable environment, it will be the supreme test of endurance to see who can 
claim victory in Eastern Europe. 


WESTERN EUROPE 

With nothing short of total victory as the goal, the Allied forces have commenced Operation 
Overlord—the final push toward Berlin. Beginning with a massive invasion on the beaches of 
Normandy, the Allies will not stop until they secure ultimate victory over the Fatherland. The 
German command, quickly realizing that this is the massive assault they've been expecting, 
understand the importance of holding their ground at any cost. If German forces can with- 
stand the Allied invasion at any point during this campaign, they know that ultimate victory 
will be within their grasp. Though it’s difficult to predict who'll win this war, it’s easy to say 
that both sides will need to go to battle with a determination and fighting skill never before 
seen in the history of modern warfare. 


MISSIONS 


OPERATION BATTLEAXE 

MAP DESCRIPTION 

Allied and Axis headquarters sit atop plateaus opposite each other, with a battle-torn valley 
separating the two. 

Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


GAZALA 
MAP DESCRIPTION 


Desert map, with sand, rocky hills, and deep canyons. Mobility is the key as there aren't 
many places to hide. 

Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


WAKE ISLAND 
MAP DESCRIPTION 


The island, a coral reef, houses a U.S. airbase. Fortifying the base is difficult because of the 
island’s small size. 

Objective 

This is a CONQUEST: ASSAULT map. 

To win an assault scenario the team tasked with attacking must control every control point 


on the map. The defenders win if they are successful in holding the attackers at bay when 
the fighting is over. 


KURSK 
MAP DESCRIPTION 


Hills and forests surround a central lake, with the two opposing bases on each side and a 
central “No Man’s Land.” 


Objective 
This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


TOBRUK 
MAP DESCRIPTION 


Tobruk is a fortified harbor with several defense lines for the Germans to cross. A few can- 
yons surround the city. The Germans are on the move and are closing in on the enemy’s first 
line of defense. 

Objective 

This is a CONQUEST: ASSAULT map. 


To win an assault scenario the team tasked with attacking must control every control point 
on the map. The defenders win if they are successful in holding the attackers at bay when 
the fighting is over. 


MIDWAY 
MAP DESCRIPTION 


Midway is an island just big enough to hold an airfield and barracks. The two opposing fleets 
stand on either side of the island. This is mostly aero-naval combat. 

Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


STALINGRAD 
MAP DESCRIPTION 


The battle for Stalingrad occurs around the train facilities of that once great city. Pitched 
battles and sudden death characterize the combat here. 

Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


EL ALAMEIN 
MAP DESCRIPTION 


The map is a mix of large desert expanses with a ridge between the Axis and Allied main 
bases. 


Objective 
This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


GUADALCANAL 
MAP DESCRIPTION 


Guadalcanal is a large island with two bases at each end. A strategically placed village plays 
a very important role as it can be used as an advanced base for both sides. 

Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


KHARKOV 
MAP DESCRIPTION 


A typical Russian plain with forests, hills, and a few rivers crossed by stone bridges that cre- 
ate interesting choke points. 

Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


OMAHA BEACH 
MAP DESCRIPTION 


Omaha has its defenses built on top of abrupt limestone cliffs, making them very hard to hit. 
“La Pointe du Hoc” is a heavily defended bunker complex that dominates the beach. 
Objective 

This is a CONQUEST: ASSAULT map. 


To win an assault scenario the team tasked with attacking must control every control point 
on the map. The defenders win if they are successful in holding the attackers at bay when 
the fighting is over. 


BOCAGE 
MAP DESCRIPTION 


Typical Normandy countryside with hedgerows separating the fields. Perfect for ambushes 
and snipers. A French village and a main stone bridge are the key points of this map. 
Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 
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MARKET GARDEN 
MAP DESCRIPTION 


This map includes forests, a city, and a river crossed by two bridges. 
Objective 
This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map. 


BATTLE OF THE BULGE 

MAP DESCRIPTION 

This European map features a destroyed village held by the Allies, and numerous patches of 
hilly forests. 

Objective 

This is a CONQUEST: HEAD-ON map. 


To win a head-on scenario your team needs to maintain control of more than half of the 
control points on the map 


BERLIN 
MAP DESCRIPTION 


Berlin, even though it has been heavily bombed, still has strong protection to offer the city 
inhabitants. Large avenues make tanks a constant threat to infantry. 


Objective 
This is a CONQUEST: ASSAULT map. 


To win an assault scenario the team tasked with attacking must control every control point 
on the map. The defenders win if they are successful in holding the attackers at bay when 
the fighting is over. 


IWO JIMA 
MAP DESCRIPTION 


lwo Jima is a volcanic Island, and its soil is darkened and cratered because of heavy bomb- 
ing. Mt. Suribachi, a Japanese stronghold, is heavily defended and dominates the island. 


Objective 

This is a CONQUEST: ASSAULT map. 

To win an assault scenario the team tasked with attacking must control every control point 
on the map. The defenders win if they are successful in holding the attackers at bay when 
the fighting is over. 


SINGLE PLAYER INSTANT | 
BATTLE 


Don’t wait around for your orders to come through. Rotate immediately to the assignment | 
of your choice, from Guadalcanal to Stalingrad. Minimal setup, maximum action—keep your | 
finger on the reload key. 

@ Select difficulty level (see Single Player Campaign Play on p. 14). 

m@ Select your team, ALLIED or AXIS. 

m@ Click START. Go to war! 


Wiis Instant battle games cannot be saved. 


MULTIPLAYER BATTLE | 


You and six buddies are hunkered in a trench while enemy rifle fire pours out of a nearby 
fortified bunker. You hear the telltale sound of Panzer tanks approaching, a sign that you just 
might not make it out of this mess alive. Suddenly, two Spitfires roar overhead, laying down 
lines of .50-caliber cover fire and creating your escape route. Pull out all the stops with gre- 
nades, machine guns, rockets, and artillery fire. This is real war, where you and Battlefield 
1942 enthusiasts from all over the world converge to form epic conflicts. 

To begin, you must make a tactical decision whether to join or create a multiplayer game. 


JOIN A MULTIPLAYER GAME | 


My join a Multiplayer Game: | 
. Click the MULTIPLAY button. | 

Click the LOCAL or INTERNET button. Either option displays a list of available servers, | 
with columns for number of players, ping rate (the lower the number, the faster your | 
connection to the server), game type (see Multiplayer Game Types on p. 22), and map 
(level). 

@ In order to play a local game, you must be connected to a local area network. In order to 
play an Internet game, you must have an active Internet connection. 

3. Click a server name, then click JOIN to start the game. 

@ During Internet setup, click REFRESH to renew the information on the current list of 
servers. | 

@ During Internet and Local setup, click UPDATE to poll the Web for the most recent list of 
active servers. 

@ During Internet setup, click ADD SERVER to add a specific server to the list. You must 
know the IP address of the server you wish to add. Click JOIN to start a multiplayer game 
with this particular server, or click OK to add it and return to the server list. 


CREATE A NEW MULTIPLAYER GAME 


Create your own chapter in the Battlefield 1942 history book with a customized multiplayer 
battle. To begin, click the CREATE GAME button on the multiplayer menu to open the Create 
Game menu. 
Server Name Click inside the top text box and type any name (division, battalion, squad- 
ron, or infantry names are appropriate). 
Max Players Set iy maximum amount of players allowed on the map. 
fa Most maps have the ideal number of players for that map as the 
default. 
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Password A password is required if you want to keep your game private, but it’s 


optional. 
Level Rotation Enter the number of minutes a battle lasts within each selected level 
Time before the next level begins. 
NR (Number) Set the number of rounds that are required to complete the entire 
of Rounds multiplayer game. } 


Spawn Time Set the number of seconds a player must wait after his character is killed | 
before he rejoins the battle. 
Game Start Delay Enter the number of seconds between each new level start. 
Tickets This is a combined pool of points for each team that is depleted by team | 
member deaths and lost vantage points. 
Friendly Fire Set the percentage of normal damage your teammates receive if you unin- 
tentionally shoot them. It can range from none to full damage. 
Dedicated Check this box to host your machine as a dedicated game server. You can- 
not play a game running on a dedicated machine. Players connecting to 
this type of server are likely to have a better quality of gameplay. 
Axis vs. Allied For greater realism, adjust the proportion of players that get assigned to 
Team Ratio _ either side. 
Levels All 16 levels are displayed in the levels window. Highlight a level, then 
click the right arrow button to the right of the list. The level now appears 
in the far right window. Repeat to add multiple levels. Shuffle the levels 
using the Up/Down arrow buttons above the new list. To remove a level, 
highlight it in the right window, then click the left arrow button. 
Game Type Select the type of multiplayer game (see Multiplayer Game Types below). 
@ Click START LOCAL or START INTERNET when ready. 


MULTIPLAYER GAME TYPES 
There are four unique multiplayer game types, each with different objectives that require 
distinct strategies and tactics. 


CONQUEST 

The goal of Conquest mode is to reduce your opponent's tickets to zero. The current num- 
ber of tickets are shown above the mini-map. These tickets are a pool of lives shared by 
everyone on the same team. There are two ways to reduce an opponent's pool of tickets: kill 
enemy soldiers or capture control points. 


Control points 

Control points have two purposes in Battlefield 1942: WWII Anthology. When a team controls : 
a certain amount of control points on a map based on the mode (Assault or Head-On), the | 
enemy team begins to loose tickets on a per-minute basis. Control points also act as spawn 

point allowing the side that owns it to re-spawn there, if desired. Some control points cannot 

be taken, these will be shown with a red circle around them in the mini-map. | 


Gaining control of a control point 

When all players within a control point radius are on the same team, they gain control of that 
point. Once an enemy enters a spawn point radius the flag is disputed and no spawning can 
occur there until the issue is resolved. 

Reinforcement 


22 When a player dies, he must wait for a reinforcement wave to come before re-spawning. The 
respawn time is set and adjusted by the game host. 


Assault vs. Head-On 

Assault maps are organized so that one side acts as the attacker and the other side acts as 
the defender. The attacker looses tickets at the start of the game until they have taken one 
flag. The attacker wins automatically if they take all the flags. Head-On maps are organized 
so that both sides can act as the aggressor. The side which is in control of more than half of 
the flags on the map causes the opponent's side to lose tickets. 


NOTE: Base flags cannot be captured in Head-On maps. 


CO-OP 
Co-Op mode pits players against or teamed with Al-controlled bots. Players can join any side 
and are tied to the same rules as a normal Conquest game. 


TEAM DEATH MATCH 
A team melee game with the objective to minimize your team’s deaths while maximizing 
your opponent's. 


,APTURE THE FLAG 
Locate and capture the opponent team’s flag as many times as possible within the time 
limit. Once your opponent's flag has been captured return it to your home base and touch 
the flagpole to score. Your side’s flag must be on the flagpole. If the flag is dropped en route 
to your home base a friendly player can pick it up by running over it. If an enemy touches 
their dropped flag it is returned to the enemy base. 


SCORING 


A Debriefing screen appears after each Multiplayer game that shows the outcome of the 
battle. Each mission results in one of six ratings which are defined by the number of remain- 
ing friendly and enemy tickets: 


RATING TICKET COUNT 

Total Victory 50% or more of friendly tickets Fema i 
Decisive Victory area 25-50% of friendly tickets remain i 
Minor Victory i 0-25% of friendly tickets remain 

Minor Defeat aia 0-25% of enemy tickets remain 

Major Defeat 25-50% of enemy tickets remain 


Total Defeat 50% or more of enemy tickets remain 


OPTIONS MENU 
Customize Battlefield 1942 in every way to give yourself the advantage in combat. Set up 


all operational controls for every mission type from the Options menu. Configure single and 
multiplayer information, and set video and sound options as well. 


CONTROLS 


Click one of the situation tabs, COMMON, INFANTRY, LAND & SEA, or AIR to configure 
those specific controls. Note that there are two “pages” associated with each tab. 
@ To move between pages of each tab, click the arrow buttons at the bottom of each tab. 


All controls are listed in the Complete Controls section (see Complete Controls on p. 12). 
Change any game control, set mouse and keyboard sensitivities, and configure Input de 
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™@ Click SAVE to store any changes or click DEFAULT to return the original settings. 

@ Set and save different control settings for each player profile. Click the button toward 
the upper right of the screen with your profile name on it, select another profile, then 
configure new settings for that profile. 


CUSTOMIZE 


Click the CUSTOMIZE tab to configure on-screen combat settings. 

Player Name — Change the name that appears on-screen during combat. 

Tooltip Toggle this on to see automatic popup hints as you near certain objects 
within the combat screen. 

Radio Tooltip = Toggle this on for a text representation of the radio buttons. 

Static Mini-map Toggle this on to cause the inset mini-map to rotate with your facing. 

Mini-map Transparency Determines the visibility of the Mini-map. 

Crosshair Color Set the color of your weapon crosshair. 

m@ Click SAVE to store any changes or click DEFAULT to return the original settings. 


VIDEO 


Video Performance Set overall video performance to LOW, MEDIUM, or HIGH. You can also 
make individual video adjustments most suitable to your system’s specifi- 
cations. 

Display Mode Set the screen resolution and color depth for the game. 

Graphics Quality Graphics quality changes the geometric complexity of the objects in the 
game. Experiment to find your optimal setting. Adjust the slider lower for 
slower systems, higher for faster systems. 

Effects Quality Effects quality changes the density of the effects in the game. Experiment 
to find your optimal setting. Adjust the slider lower for slower systems, 
higher for faster systems. 

Environment — Toggle this on for more realistic environmental graphics. Turning this off 

Mapping will improve performance on lower-end computers. 

Light Mapping Toggle this on for more realistic effects on and inside buildings. Turning 
this off will improve performance on lower-end computers. 

Shadows Toggle this on for realistic shadow effects from vehicles and soldiers. 
Turning this off will improve performance on lower-end computers. 

Texture Quality Texture quality makes object surfaces look crisper. Experiment to find 
your optimal setting. Adjust the slider lower for slower systems, higher for 
faster systems. 

View Distance Set the visibility. Adjust the slider lower for slower systems, higher for 
faster systems. Experiment to find your optimal setting. On multiplayer 
maps, the Host will set the maximum allowable view distance. 

Alternative Spawn The battle scene runs in the background of the spawn menu. Deselect 

Interface this box to turn off this rendering (for lower specification machines). 


™ Click SAVE to store any changes or click DEFAULT to return the original settings. 


SOUND 


Configure music and sound effects volume and overall quality. When the ENGLISH DIALOG 
box is checked, all internal team dialog is conducted in English regardless of nationality. 
Opposing team communications are still heard in their native tongues. 


™@ Click SAVE to store any changes or click DEFAULT to return the original settings. 


PLAYING THE GAME 
By volunteering for a battlefield assignment, you admit your addiction to the sound of 


exploding artillery and the smell of a burning fuel depot. Mud and sweat are standard issue. 
And a good day is a day without casualties, unless they’re on the other side of the trenches. 


BRIEFING SCREEN (CAMPAIGN 
ONLY) 


Once you join a game, you are given a rundown of the battle situation. This includes infor- 
mation about the type of game, location, and the countries involved. 


@ Click LOAD when you are prepared to enter combat. 
@ Click PLAY to open the Spawn Screen and begin combat operations. 


SPAWN SCREEN 


Time To Spawn si 


Allied Tickets 


Axis Tickets 


Troop Kit 


Allied Tickets 
are depleted by team deaths and by lost vantage points. 

Axis Tickets Shows the total number of Axis tickets remaining in the battle. Tickets are 
depleted by team deaths and by lost vantage points. 

Troop Kit Shows the number of active troops on your team, by kit: SCOUT, ASSAULT, 
ANTI-TANK, MEDIC, and ENGINEER (see Troop Kits on p. 26). 

Map Display Top down display of the combat operations. Icons show troop movements, 
as well as positions of tanks, planes, and vessels. Axis troops are shown in 
red, Allied in blue. You can only see members of your own side as well as 
neutral vehicles (shown in gray). 


Time To Spawn Time remaining before you enter combat. 

To set up your kit: 

1. Click one of the troop kits. 

2. Click a spawn point on the mini-map. Spawn points are indicated by white circles on the 
mini-map. 

3. Click DONE. 

Clicking CLOSE will not spawn you. 
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rROOP KITS 

All soldier kits have combat responsibilities. Therefore, all are equipped with a knife, a pistol, 

and a parachute for basic gear. After that, the equipment varies. 

Scout A frontline spotter for enemy troop and material movements. The Scout 
has two main abilities, sniping and artillery spotting (see Using Weapons 
and Other Items on p. 27). Additional equipment: scoped sniper rifle, gre- 
nades, and binoculars. 


Assault Leads the way in executing the battle plan. Additional equipment: heavy 
machine gun and extra ammo. 

Anti-Tank You may only be on foot, but with your mobility and a shoulder-mounted 
rocket launcher, tanks beware. Additional equipment: bazooka, grenades. 

Medic The Medic’s main role is to heal his teammates. But he is also a good 


anti-infantry kit. The submachine gun he carries has a nice rate of fire, 

but medium accuracy and penetration. A soldier in need of a Medic has an 

icon above his head showing he needs healing. 

@ To heal, select your Medikit then press Mouse Button 1 to use it. A 
progress bar appears that shows the healing status. If any hurt team- 
mate is in your healing radius, he will be healed before you heal your- 
self. 

Additional equipment: Medikit, sub-machine gun, and grenades. 

Engineer The engineer has several purposes: mine laying/disarming, demolition and 
reparations (see Using Weapons and Other Items on p. 27). His rifle, even 
though it does not have a great rate of fire, has good range, precision, and 
firepower. He has a dual-purpose, both defensive and offensive. He can plant 
explosives, and landmines and repair all vehicles and stationary weapons. 
Additional equipment: standard rifle, demolition kit, mines, repair kit. 


GAME SCREEN 


This is where the men are separated from the boys. Enter the battlefield with your default 
weapon ready and the action in progress all around you. 


Mini-Map Display 
Battle Progress 


¥ Tr Ammo Supply 
Mini-Map pigplay ARini version of the battlefield map. Your positisiis- suiAgenided by a 
shaded circle (See Navigation and the Mini-Map on p. 31). 
Health Meter Shows your amount of life remaining. 


Kit This symbol indicates your soldier status (Medic, Engineer, etc...). 
Ammo Supply — The amount of ammunition remaining in your current weapon. 
Inventory Shows remaining number of ammo clips and grenades. 


Battle Progress Shows the number of control points owned by each side. 


OTHER ON-SCREEN ICONS 
eo Ammo Q- Sig @- Repair 4 
Ce Neutral Open d ‘tpost 
Heal e-: Outpost; @- Parachute Cantiran 


Several icons appear on-screen during combat to keep you apprised of certain activity. 
Heal Indicates when first aid is available for healing. 

Repair Indicates when a vehicle is being repaired. 

Opened parachute Indicates your status as a paratrooper. 

Neutral Outpost Indicates when neither team is in possession of an outpost. 

Outpost captured Indicates a captured outpost. 

Ammo Indicates an ammo source is nearby 


Forbidden flag Indicates a flag which cannot be taken. This appears as a flag with a red 
slash through the icon. 


Vehicle Status Bar 


Vehicle Status Shows condition of the vehicle, aircraft, or vessel whether you are driver, 
pilot or passenger. 


USING VEHICLES, BOATS 
SUBMARINES, AND AIRCRAFT 


Any soldier kit can operate all available vehicles, boats, and aircraft in the game. 
@ To enter a vehicle, stand near it and press |_E). 
NOTE: | You cannot use enemy aircraft carriers, destroyers, battleships or 


submarines. However, you can steal the aircraft off of the carrier and benefit from 
any ammo boxes or medical cabinets in enemy bases and control points. 


Once you enter a vehicle, the view changes to the position you’re currently in (driver, pilot, 
passenger...etc). Controls are described in the Complete Controls section on p. 12. As a tank driv- 
er, you also control the main gun and turret. As a pilot, you control the plane, the forward machine 
guns, and you act as bombardier. In certain trucks and jeeps, you drive and operate a mounted 
machine gun at the same time. In submarines, you act as the pilot and man the torpedoes. 


@ To exit a vehicle, press (E). 
@ To parachute from an airplane, exit the airplane while it is airborne and press (2 


USING WEAPONS AND OTHER 
ITEMS 


Handheld weapons and items are carried at all times and can be switched easily. 


@ To change your handheld weapon or item, press (7) through (6), or roll the mouse 
wheel UP/DOWN to highlight a weapon, then press Mouse Button 1 to select it. 


@ Fire weapons by pressing Mouse Button 1. 


| 
| 


Zoom view on most weapons by pressing Mouse Button 2. 

Use the scope (scoped weapons only) by pressing Mouse Button 2. 

Use items, such as mines, grenades, Medikits, and binoculars by pressing Mouse Button 1. 

Explosives require a three-step process to detonate. First place the explosives by 

pressing Mouse Button 1. Press Mouse Button 2 to activate the detonator. Then press 

Mouse Button 1 again to depress the plunger on the detonator. 

@ To heal, stand near a first aid cabinet or kit (indicated by a first aid icon) until your health 
bar is 100%. 

@ Medics can use a Medikit on a wounded comrade to heal him (see Troop Kits on p. 26). 

@ To heal as a Medic, select your MediKit and press Mouse Button 1. 

The firepower inside Battlefield 1942 includes a complete arsenal of light and heavy weap- 

ons, bombs, and artillery for use on land, sea, and air. Included are anti-aircraft machine 

guns, artillery batteries, and both tower and bunker-mounted machine guns. Machine guns 
and artillery are also mounted on APCs, tanks, boats, and in the back of certain aircraft. 

Submarines fire torpedoes. 

@ To use artillery and land-based machine guns, step up to the gun and press [E). You 
will need to go inside bunkered artillery emplacements first. Fire with Mouse Button 1. 

@ To use mobile-mounted machine guns and other weapons and material, first enter 
the vehicle, boat, or aircraft by pressing “E, then press Mouse Button 1 to fire. Certain 
pilot and driver positions have no weapons. 

Any soldier can man stationary weapons, like the Browning or the MG42. Stationary weap- 

ons have unlimited ammo, but they can overheat, which is represented graphically by a 

progress bar. It takes a few seconds for a machine gun to cool down. Only an engineer can 

repair damaged stationary weapons and vehicles. 

@ To repair a damaged stationary weapon or vehicle, select the repair kit (wrench), then 
press Mouse Button 1. 

m@ To remove a mine, select the repair kit (wrench), crouch by the mine and press Mouse 

Button 1. 


INDIRECT FIRE 

Artillery has two modes of firing, one for aiming at short distances, and indirect fire, which is 

directed by a Scout using a remote camera. 

@ To place a remote camera, activate the binoculars and press Mouse Button 1. 

The camera shows up on the mini-map and all artillery can use it to indirectly fire at the 

enemy. Each camera placement lasts 60 seconds (as long as the Scout is alive) or until he 

places another one. 

An icon notifies the artillery gunner of the camera placement. 

@ To aim using the remote camera, press Mouse Button 2 to toggle between the normal 
in-game view and the camera view. 


A tank icon represents the position of your artillery in relation to the target. This icon is 
placed along the circle around the target. The icon has also a rotation that shows the cannon 


angle towards the target. 


If more than one camera is available, switch between them using the mouse wheel. Once 
you select a camera, press Mouse Button 1 or 2 to return to normal view. 

The following chart details the positions associated with every usable element in the field. 
Certain pilot and driver positions have no weapon responsibilities. 


LAND 
LIGHT TANK 


PRIMARY FIRE 


SECONDARY FIRE 


Plo/Gunner 


__Main gun 


Coaxial gun 


Commander 


Fire 


HEAVY TANK 


Pilot/Gunner 


L Fire 


Coaxial gun 


ARTILLERY 


iE 


Gunner 


Artillery interface (If 
a scout has called 
for artillery) 


ARMORED PERSONNEL CARRIER 


Driver et 


Up 104 passengers 


CAR 


Driver 


Passenger ji 


MACHINE GUN EMPLACEMENT — 


Gunner 


Fire 


ini ida LN 


Gunner 


Fire = 


Air 


Primary Fire 


FIGHTER PLANE 


Seconda Fe 


Pilot 


Fire 


Bombs 


DIVE BOMBER 


Pilot 


Fire 


Rear Gunner 


Fire 


HEAVY BOMBER 


Pilot Bombs 

Belly gunner Fire 

Top gunner Fire ; 

SEA PRIMARY FIRE SECONDARY FIRE 
LCVP = 

Pilot (Ga) opens ramp (|) closes ramp 
Gunner Fire 

SUBMARINE : 

Pilot Fire torpedoes P 

DESTROYER 2 - _ 

Pilot/Front gunner Fire Depth charges 


Rear gunner 


Fire (may be used as artillery) Artillery interface (if 
a scout has called 
for artillery) 


BATTESHIP 


Pilot/Front gunner 
a scout has called for artillery) 


Fire (may be used as artillery) Artillery interface (if 


Rear gunner 
a scout has called for artillery) 


Fire (may be used as artillery) Artillery interface (if 


Right AA guns Fire 

Left AA guns Fire 

AIRCRAFT CARRIER 

Pilot ie 

Front Right AA guns Fire a 
Front Left AA guns Fire 

Rear Right AA guns Fire 

Rear Left AA guns Fire 


NAVIGATION AND THE MINI-MAP 


Troop Location 


Vehicle/Boat/Aircraft Icon - 


Flag Icon 
Your Location 


Grid Position 


This is a smaller version of what you see on the Spawn screen. It appears as an inset in the 
upper right corner during combat. Use it to your navigational and tactical advantage. 


Flag Icon 


Vehicle/Boat/ 
Aircraft Icon 
Troop Location 

Your Position 


Grid Location 


TOOLTI 


Shows location(s) of Axis and Allied strongholds (villages, bunkers, and 
bases). A flag that is marked with a red slash through it cannot be taken. 
In Capture the Flag mode, if a flag is captured, it will be shown moving on 
the mini-map. 

Shows position of tanks, ships, boats, and aircraft. 


Shows troop positions, Allied in blue and Axis in red. You will only see your 
troops on the mini-map. 

The red or blue arrow surrounded by a shaded circle. The direction of the 
arrow shows the direction you are facing. 


Indicates your position on the overall map (the letter is latitude, the num- 
ber is longitude). 


PS 


Tooltips are of valuable assistance during combat and can save lives, especially for rookie 
soldiers. Tooltips popup whenever you near certain items in the field, such as tanks, machine 
gun nests, or any aircraft. 

m@ Press (T) to toggle the Tooltips ON/OFF. 


COMMUNICATIONS 


Radio Commands appear along the top of the screen during combat and provide quick 
reference on which function keys execute specific radio communications. You can also label 
these command buttons for easier reference. 


@ To activate the Radio Tooltips, press 'F8). 


MULTIPLAYER COMMUNICATIONS 


There are a few options available only in Multiplayer combat that are vital to the communi- 

cation with, and command of, your troops. 

@ To send a unique message to all players, both Allied and Axis, press ((K), then type 
your message and press (E |. 

To send a unique message only to your team, press (), then type your message and 


press [ENTER]. 
lH To issue a specific radio command, press [F1) through [F8). 


32 


SPAWN INTERFACE 

There are a few key decisions to make during a break in the action. 

@ To bring up the Spawn interface, press |ENTER). Press ENTER a second time to 
resume play. 

At this point, you may decide to change your soldier kit. 

@ To select a different kit, click one of the five options along the left of the screen. Once 
you have made your decision, click DONE. The next time you spawn you will be equipped 
with your new kit equipment. 

@ To re-enter combat with your new classification, click CLOSE. 

@ If you are desperate, you can always click SUICIDE. Your team will then loose a ticket 
and you will be ready for the next spawn wave. 

@ Activate the Team Camera by clicking CLOSE without selecting a spawn point. You float 
above the battlefield, either locked to one location or free to roam around (depending on 
the server setting). Pressing C! will allow you to cycle through the camera perspective 
of all team members who are currently alive. 


THE SCOREBOARD 


During combat, it helps to see the status and rankings of all teammates and opponents. 


m@ To show the scoreboard during combat, press and hold (TAB). This displays a list of all 
combatants, their kills, deaths, and overall score. 


BATTLEFIELD 1942" VEHICLES 
AND WEAPONS 


In combat, you are equipped with weapons and vehicles manufactured by your Team, Allied 
or Axis. 


VEHICLE SPAWNING 
Vehicles that are destroyed in combat will respawn at a base or near a control point. The 
exception is for boats that spawn at sea where they were first created. 


Aircraft carriers spawn planes on deck, and Battleships spawn LCVPs attached to a side 

crane. 

@ To put an LCVP to sea, press || to enter the drivers seat and press W). The LCVP will 
then drop into the water. 


WEAPON DESCRIPTIONS 
Weapons are available in each of five kits. You can change your kit while playing by walking 
up to a fallen soldier’s kit and pressing SG). 


For a complete description of in-game weapons, please visit 
www.battlefield1942.ea.com. 


VEHICLE DESCRIPTIONS 
Your missions take you across land, underwater, overseas, and through the air. To be effec- 
tive in battle, you need the appropriate technology. The vehicles, aircraft, and watercraft in 


Battlefield 1942 are designed for maximum all-out warfare while maintaining the integrity of 
the originals as much as possible. 


For a complete description of in-game vehicles, please visit 
www.battlefield1942.ea.com. 


BATTLEFIELD 1942": 
THE ROAD TO ROME 


Battlefield 1942: The Road to Rome brings to life the Italian Campaign of WWII, where vet- 
eran German soldiers and American troops clashed for the first time on European soil. Some 
of the greatest battles of the war occur here and you are on the front lines as this history 
unfolds. Battlefield 1942: The Road to Rome includes new vehicles, new weapons, and new 
armies, along with several multiplayer enhancements. Don’t let your hopes fade. Keep a stiff 
upper lip. The war continues... 

Reconnaissance reports have revealed several new technologies in use on all fronts. We're 
seeing new equipment and machinery in the field. New battles lines have been drawn with 
troops that have yet to be tested. We’re counting on your experience to keep our war efforts 
on track and moving toward a swift conclusion. 


MULTIPLAYER FILTERS 


During the multiplayer game setup, a new set of custom filters allows you to view expansion 

games, original games, mod expansions, or all game types. 

To access the new custom filters: 

1. Click the down arrow button on the Custom Filter menu. The Filter menu appears. 

2. The Filter menu lists three categories: SHOW ALL, BF1942, and BF1942: THE ROAD TO 
ROME. Double-click one of these categories to display all the available multiplayer games 
of that type. 

The list of Internet games can also be filtered by server name, number of players, ping rate, 

game type, and map, just like the original version of Battlefield 1942. 

@ To filter using any of these categories, click inside the text box above the category and 
type the filter description. For instance, to view all available games being played only on 
the Iwo Jima map, click inside the text box just below the Map category heading and 
type WO JIMA. Only servers running the lwo Jima map are then displayed. 


MISSIONS 


The Italian Missions cover six new battles, all gutsy defensive struggles that require absolute 
vigilance even in these war weary times. 


BATTLE OF ANZIO 
MAP DESCRIPTION 


The Axis troops are encamped upriver from the port town of Anzio, 35 miles south of Rome. 
The town, river, and encampment are protected on both sides by steep terrain. 


OBJECTIVE 

This is a HYBRID CONQUEST map. 

Allied troops have made an amphibious landing and control the port town. Axis troops control 
the encampment upriver. The key to victory in a hybrid conquest scenario is domination; 
maintain control of more than half the control points on the map to drop your enemies tick- 
ets slowly, or gain control of all the control points to make their tickets drop quickly. Win the 
scenario by causing the opponents tickets to reach zero. 


34 


BATTLE OF SALERNO 
MAP DESCRIPTION 


This is a “king-of-the-hill” style battle on Hill 424 south of Naples and just inland from the 
Gulf of Salerno. American troops have landed and face a determined German defense. 


OBJECTIVE 

This is a CONQUEST: HEAD-ON map. 

The hill between the Allied and Axis forces is neutral, and the side that controls it, controls 
the battle. To win a head-on scenario, your team needs to maintain control of more than half 
of the control points on the map. 


MONTE CASSINO 
MAP DESCRIPTION 
The Axis has another formidable fortress in this monastery south of Rome. Allied troops must 


advance up steep terrain to the top of a tall hill, then penetrate the interior of the monastery, 
all the while facing oppressive fire from numerous stationary guns and heavy tanks. 


OBJECTIVE 

This is a CONQUEST: ASSAULT map. 

The Allies must take control of three points along the hillside and two more inside the mon- 
astery. To win an assault scenario, the team tasked with attacking must control every control 
point on the map. The defenders win if they are successful in holding the attackers at bay 
when the fighting is over. 


MONTE SANTA CROCE 

MAP DESCRIPTION 

The Stronghold on top of the mountain makes an Allied attack impervious in this southern 
region of mainland Italy. Allied forces must also cross one of two rivers protecting the Axis 


stronghold. This is steep terrain and one wrong turn in a tank or a jeep will send you tum- 
bling to your death, assuming enemy fire doesn’t take first dibs. 


OBJECTIVE 

This is a CONQUEST: HEAD-ON map. 

All seven control points lie around and at the peak of this mountaintop. Allied or Axis troops 
must take control of four points around the mountain and three more at the peak. To win 

a head-on scenario, your team needs to maintain control of more than half of the control 
points on the map. 


OPERATION BAYTOWN 
MAP DESCRIPTION 


The Straits of Messina, between Sicily and southern the tip of Italy, is the scene for Operation 
Baytown, the decisive invasion of Italy by Allied troops. Allied troops occupy the beach on 
Sicily and advance on Axis troops on the opposing beach of Calabria. 


OBJECTIVE 

This is a HYBRID CONQUEST map. 

Intense teamwork is needed by both Axis and Allies for this map. Attack the other side by 
crossing the straits via bridge or LCVP. However, be prepared to defend as the other side can 
easily drop in from the skies. The key to victory in a hybrid conquest scenario is domina- 


_ tion; maintain control of more than half the control points on the map to drop your enemies 


tickets slowly, or gain control of all control points to make the tickets drop quickly. Win the | 
scenario by causing the opponents tickets to reach zero. 


OPERATION HUSKY 
MAP DESCRIPTION 


Allied troops are advancing on Sicily for the first time, some dropping in by parachute, but | 
most driving up the beach in LCVPs. Italian Axis troops defend their ground with heavy anti- 
tank and machine gun fire. 


OBJECTIVE 

This is a CONQUEST: ASSAULT map. 

Allied troops must acquire transportation as soon as they reach the beach. The Axis controls 
five points inland, the last one protected by a river that runs to the sea. To win an assault 
scenario, the team tasked with attacking must control every control point on the map. The 
defenders win if they are successful in holding the attackers at bay when the fighting is over. 


br DY &! iN a! | 
VEHICLES AND WEAPONS | 
The progression of war has introduced new vehicles and new weapons for all sides and in 
every theater of operation. 
The list of new vehicles includes: German Sturmgeschutz; American M3 Grant; Italian M11- 
39 Carro Armato; American M3 GMC; German AT gun PAK 75; British AT gun 25 Pdr.; German 
BF 110; and the British Mosquito. 
The reports of excessive casualties among engineers in the field have led to bayonets as a 
new standard issue. From now on, engineers have the option of mounting a bayonet on the 
ends of their rifles should hand-to-hand combat be encountered. Two additional new weap- 
ons include the Italian Breda Modelo .30 and the British Sten SMG. 


For a complete description of in-game vehicles and weapons, please visit 
www.battlefield1942.com. 


ARMIES 


New battles call for new troops and two new armies are ready to join the fray. The French 
Free Forces have jumped into battle with the Allies, while Italian forces now support the Axis 
efforts. The increased head count only means an increased body count and is guaranteed to 
make the action even more intense. 


BATTLEFIELD 1942”: 
SECRET WEAPONS OF WWII 


What you are about to read is restricted information. Throughout this war, both the Axis and 
Allied forces have been working on top-secret projects, from aircraft to armor. Some of these 
weapons are still in development, others are already a reality. Most of them have never seen 
combat—until now. 

Prepare to engage in action all across Europe, from a mysterious air base outside Prague to 
the wintry Telemark region of Norway. These campaigns will demand all of your skills in infil- 
tration, subterfuge, and sabotage. At your disposal you have 16 new experimental vehicles, 
including the Horton HO 229 “Flying Wing,” a Sherman tank with a T-34 Calliope rocket 
launcher, and the Sturmtiger—featuring a naval gun mounted atop a Tiger tank. Launch a 
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Wasserfall guided anti-air missile and steer it to its target from a first-person perspective. 
Strap on a top secret German prototype rocket pack and fly and fight at the same time. Do 
whatever it takes to win the battle—and the war. 

To learn more about these secret weapons, vehicles, and campaigns, read on. But remem- 
ber—this information is classified. 


ILS Battlefield 1942: Secret Weapons of WWII also uses all of the vehicles, 
weapons, soldiers, and battles from the original Battlefield 1942. 


VEHICLES 


Defeat your enemies with a variety of experimental vehicles, including the Wasserfall guided 

rocket, the German rocket pack, and your new mobile spawn point in the C-47 cargo plane. 

Give them all a trial by fire on the battlefields of WWII. This is your chance to take the experi- 
ments out of the lab and into combat. 


Wasserfall Guided Rocket 


With Allied forces increasing their air raids on the Fatherland, 
the Germans need something to bring down enemy bombers. 
Enter the Wasserfall. This ingenious rocket can be guided by a 
ground operator with a radio unit, steering by line-of-sight. This 
advancement in anti-aircraft technology could turn the tide of 
the war. 


To use the Wasserfall muted rocket: 
1. Press [E] to enter the silo. You now have a first-person view of the rocket. 


m@ When you are in the silo with a rocket ready to launch, your map displays a radar signal 
that shows you the location of enemy aircraft. 


2. Left-click your mouse (primary fire) to launch the Wasserfall. 


3. Steer the rocket with your mouse. The Wasserfall is much faster than any plane you've 
flown, so it takes some practice to guide it with precision. 


m@ The Wasserfall has a short fuel supply, so hit your target quickly. 
@ To self-destruct the Wasserfall during its flight, right-click your mouse (alternate fire). 


Rocket Pack 


Fly and fight at the same time—Strap on a prototype rocket 
pack and you can control the skies. Imagine the look on an 
Allied soldier's face when he thinks he has you pinned down, 
only to see you launch yourself to safety above the battlefield. 
Then pull out your pistol and send him to the great beyond. 
You’re a one-man aerial assault unit. The German scientists 
have outdone themselves with this one. 
@ To pick up a rocket pack, stand over it and press (G). The rocket pack kit comes 
equipped with the same weapons as the German medic (SMG, pistol, grenade, and knife). 


@ To fly the rocket pack, press [_SPACEBAR | in short bursts. Keep an eye on your heat gauge 


to make sure you have enough juice left for a soft landing. 


McDonnell F-85 Goblin 


The USAAF developed this compact dynamo as an escort for 

its long-range bombers, which often faced heavy and lethal 
harassment by the Luftwaffe. Just 21 feet across its wings and 
*less than 15 feet from nose to tail, this is the smallest jet fighter 
7) ever produced. Its small profile and quick speed make it a tough 
—~ | target for anti-aircraft fire and other planes. When you want to 
lay down some strafing fire and get out in a hurry, the Goblin is 


your machine. 


Natter Rocket Plane 


=] When you go up in a Natter Rocket Plane, don't expect to come 
down in one. This single-engine interceptor is expendable—you 
take off, you unload your unguided rockets on any incoming 
enemy bombers, then you bail out. Don’t worry, you have a 
parachute. Like the Goblin, this is a fast, maneuverable airplane, 
»..| good for flying into the heat of the battle, doing some quick 
damage, and getting out fast. 


Armstrong Whitworth AW-52 


This unique Allied plane prototype features bombs and missile- 
launching capability. With a flight style and capabilities similar 
to the Axis Horton HO 229, this impressive bomber is the Allied 
match for the explosive awe of the “Flying Wing.” Climb aboard 
and learn the feeling of doing 805 mph at sea level. But don’t 
let the speed go to your head—you still have a mission to 
accomplish. 


Horton HO 229 


At first glance this single-seat fighter-bomber looks just like 

a wing without a tail. Closer inspection reveals a fast, long- 
range jet armed with a lethal combination of machine guns and 
unguided missiles—the perfect fighter/ground-attack combi- 
nation. Don’t let its wooden frame fool you—this is a tough, 
maneuverable flying machine, and in the hands of a capable 
German pilot it can do some serious damage. 


Harley-Davidson with Machine Gun-Mounted Sidecar 

‘J~~| This motorcycle does the trick for swift one- or two-person 

"| transport over medium distances. Although typically unarmed 
and unarmored, this Harley-Davidson is equipped with a 
mounted sidecar and powerful machine gun that lets a seated 
passenger blast away at the enemy. 
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BMW with Machine Gun-Mounted Sidecar 

The BMW motorcycle offers quick, though vulnerable, trans- 
port across the battlefield for one or two soldiers. This BMW 

is equipped with a passenger sidecar featuring a mounted 
machine gun, allowing a co-rider the opportunity to defend the 
motorcycle from enemy soldiers. 


The LVT-2 Water Buffalo is an armored amphibious landing 
vehicle housed in a tank chassis. It is effective in both sea- and 
land-based engagements. With armored sides protecting its 

| payload and two machine gun turrets allowing it to defend itself 
with ease, the LVT-2 is an ideal amphibious transport unit. 


C-47 Cargo Plane 


a Wj The C-47 is an upgrade of the familiar DC-3 twin-engine com- 
| mercial airliner. As a military vehicle it is the most common 
cargo carrier and troop transport you see flying these war-torn 
4 skies. Equipped for use as an air- or land-based command unit, 
the “Gooney Bird” serves as a mobile spawn point above the 


battlefield. 


m If you see a spawn point moving across your map, that’s the C-47 in flight. Simply click 
on it as you would with a normal spawn point. When you spawn, you find yourself in the 
hull of the C-47 above the battlefield. You can also spawn in the C-47 while it is still on 
the ground. 


Sherman Tank with T-34 Calliope 
a _“ienees| This mechanical beast offers the best of two worlds: the fire- 


the M4 Sherman Tank. Unleashing this devastating duo, nick- 
=) named the “Screaming Mimi,” ensures that your target will be 
well blanketed by a suppressive burst of explosive firepower. 


Flakpanzer 


; 7} This Axis anti-aircraft vehicle was created by mounting a 
y 37mm anti-aircraft gun on the reliable chassis of the T-38 tank. 
q Effective against planes, light-armored vehicles, and even foot 


=i et i soldiers, the Flakpanzer offers both intensive firepower and the 
Nag ae protection of 16mm-thick armored plates. 


195/128 Super so Tank with AA Gun 


The 128 (redesignated 195) is the heaviest armored vehicle 
ever to come out of the US Army. Larger and heavier than the 
average war beast, this mighty tank is well suited for breaching 
nemy fortresses. With its heavy armor it easily deflects anti- 
tank weaponry, and the top-mounted machinegun will clear out 
any enemy infantry who stand in the way. 


| mounted naval gun, the Sturmtiger is one of the most powerful 
rmored vehicles in its class. Although limited by a low ammu- 
ition capacity, the Sturmtiger is still an incredibly effective 
weapon, capable of mowing down infantry and reducing enemy 
vehicles to burning heaps of scrap metal. 


While not the most impressive vehicle in the Allied force, the 
Commando Raft is still an effective vehicle for simple shore-to- 
ship transportation. With a small outboard motor and forward- 
mounted machine gun, this boat with its payload of well-armed 
soldiers is the perfect stealthy, amphibious assault craft. 


This multi-use vehicle packs a wallop on both land and sea. 
With a two-person seating capacity and a passenger-side 
|mounted machine gun, the Schwimmwagen has the potential to 

easily execute amphibious missions and still come out fighting 
with guns blazing. 


MISSIONS 


Go to war on eight new maps featuring secret battles and special operations from World 
War II. From nightfall in Prague to a winter battle in Norway, each of these all-new locations 
offers a unique Battlefield experience. 

Six of the new maps feature an Objective mode, new to Battlefield 1942: Secret Weapons of 
WWII. \n Objective mode, each of the targeted objectives is visible in your mini-map, circled 
in red. The red circle also shows the current status of the objective. As it is damaged, the 
circle slowly disappears. Be careful—the engineers defending the objective can repair it, so 
be sure it’s totally destroyed before moving on to the next objective. The allies must work 
fast, as their tickets bleed away until all objectives are destroyed. The axis tickets are linked 
directly to the objectives and only deplete as the objectives are damaged/destroyed. The 
specific objectives for each battle are outlined below with the battle descriptions. 
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KBELY AIRFIELD: AUGUST 1943 
MAP DESCRIPTION 


Strange stories are coming out of an airbase near Prague. Rumor has it the Germans are 
developing a U.F.0.-like aircraft in one of the hangars on the base. Civilians have heard some 
sort of vehicle being tested, but nobody has seen anything...because the Germans have 
gone to their homes and blacked out all windows facing the test area. The Germans control 
three towns to the south of the base, so verifying this fantastic tale will be no easy task. 


Objective Mode 

The Allies must breach the airfield and then proceed to the hangars to destroy the U.F.O. 
prototypes. The Axis has fortified the hangar with sandbags and mounted machine guns to 
help defend the target. 


TELEMARK: NOVEMBER 1943 
MAP DESCRIPTION 


The race is on to develop the world’s first atomic weapon. One of the key ingredients in an 
atom bomb is heavy water, which the Germans are trying to produce at a research plant in 
the Rjukan valley of Norway. Norwegian resistance fighters pulled off a daring sabotage mis- 
sion at the facility, but the Germans quickly rebuilt. The Allies must therefore once again add 
Telemark to their list of targets—lIf the Germans are successful in building an A-bomb, this 
war could be over in a hurry. 


Objective Mode 

The Allies must enter the Telemark heavy water facility and destroy its generators. The 
Germans know how important this facility is to their war effort, so resistance is sure to be 
fierce. 


MIMOYECQUES: JULY 1944 
MAP DESCRIPTION 


It's an idyllic summer day near the French town of Mimoyecques. If the Germans have their 
way, the silence of this serene setting will soon be shattered by the thundering report of 
the world’s largest gun. The V3, one of Hitler’s secret “vengeance weapons,” has a barrel 
130 meters long and will be capable of hurling a rocket into the center of London. The gun 
is being assembled in tunnels dug into a hillside by slave labor, making it a tough target 
indeed. 


Objective Mode 

A gun capable of shelling London every 12 seconds could cause unimaginable terror and 
severely damage the troops’ morale. The Allies must drop explosives down the V3 air vents 
to destroy the gun before it becomes operational. 


THE GOTHIC LINE: SEPTEMBER 1944 
MAP DESCRIPTION 


Running through the Northern Apennines of Italy is a network of mutually supporting defens- 
es known as the Gothic Line. The Allies must break through this heavily fortified line in order 
to loosen the Axis grip on the country. The main crossing through these mountains is the 
Futa Pass, but this is defended too well. The Allies are thus pinning their hopes on a massive 
assault on the Giogo Pass. With the Germans holding the top of the peak above this pass, the 
Allies have a tough uphill battle ahead of them. 


HELLENDOORN - THE NETHERLANDS: 
MARCH 1945 
MAP DESCRIPTION 


Since November 1944 the locals of Hellendoorn in the Netherlands have witnessed an odd 
site on an almost daily basis: a huge missile rising from the forest on a tower of fire and 
smoke. The Germans have aimed most of these powerful V2 rockets at Antwerp, but now 
they have a new target: the bridge at Remangen, Germany. If they can destroy this bridge, 


they can slow down the Allied advance across the Rhine River and into the heart of Germany. 


Objective Mode 

It is imperative that the Allies infiltrate the base and sabotage the works before the Germans 
can finish the destruction of the bridge at Remagen. The Allies must destroy all four rockets 
before the Germans can unleash this new terror. 


ESSEN: MARCH 1945 
MAP DESCRIPTION 


As home to the Krupp weapons factory, the city of Essen, Germany has been the target 

of its fair share of Allied bombing runs. None of these raids, however, compare to the one 
unleashed in March of 1944. Despite this, the plant has gone on producing arms for the 
German war machine. The Allies have air superiority in the region, but the Axis is well 
equipped on the ground with heavy machinery and anti-aircraft weapons. The battle for this 
piece of real estate could be costly on both sides. 


Objective Mode 

The Allies must fight their way into the weapons factory, detonate the fuel silos, and then get 
out in a hurry. Once those silos go off, there won’t be much left of the factory—or any living 
thing unlucky enough to be trapped inside. 


THE EAGLE’S NEST: APRIL 1945 
MAP DESCRIPTION 


High on a mountain in the tiny town of Obersalzberg, Austria, stands the Eagle’s Nest. This 
gift to Hitler on his 50" birthday looks like a pleasant mountain retreat, but some believe it to 
be the rumored National Redoubt to which the Fuhrer and his top brass could escape should 
Berlin fall to the Allies. Germany’s High Command is now believed to be continuing the war 
from a hidden fortress in the Alps, so the Allies are targeting the Eagle’s Nest for investiga- 
tion—and infiltration. 


Objective Mode 

The Allied forces are advancing on Obersalzberg with the intent of capturing the Eagle’s 
Nest. They must breach a heavily fortified door into the building and destroy a safe contain- 
ing military secrets. 


PEENEMUENDE: MAY 1945 
MAP DESCRIPTION 


The war is all but over, but one battle remains: the fight between Allied countries over the 
spoils of the war. The U.S. and Russian armies raced to Peenemuende, Germany to secure 
the secrets contained within the city’s V2 research facility. The U.S. beat out the Russians 

to the town, but the Germans still control the facility, so the Yanks are going to have a fight 
on their hands. If they win this battle, they’ll have the blueprint to one of the most awesome 
and feared weapons of the war. 
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WEAPONS 
Increase your chances for survival with these potent new weapons. From the stealth of a 


throwing knife to the brute force of a shotgun, these weapons provide you with the range of 
firepower you need to get the job done. 


REMINGTON AUTO 5 SHOTGUN 


This American version of a Browning design packs a big wallop, though it’s best used as a 
short-range weapon. Its auto-loading action comes in handy when every fraction of a second 
counts. If you get the jump on an enemy in close quarters with this gun, you won't need to 
take a second shot. 


MAUSER K98 GRENADE RIFLE 


A grenade launcher attachment for the standard issue Mauser K98 rifle can turn an ordinary 
German infantryman into a one-man assault force. Just rig up the grenade and let it fly. This 
option can be a lifesaver when you need to clear out an enemy machine gun nest in a hurry. 


THROWING KNIFE 

The throwing knife is standard issue for the British Commando and the German Elite. This 
weapon may be low tech, but it’s highly lethal. In the hands of a seasoned soldier, a well- 
thrown knife can kill an enemy instantly. This knife can be your best friend when you're in 
need of stealth or out on the battlefield and low on ammo. 

@ To throw your knife, left-click your mouse (primary fire). 

@ To slash with your knife, right-click your mouse (alternate fire). 


BREN LIGHT MACHINE GUN 


This light machine gun of Czechoslovakian origin is a powerful yet versatile weapon for the 
British Infantry. Introduced into the British Army in 1937, it is effective in both anti-troop and 
anti-aircraft roles. This gun is accurate, reliable, and heavy-duty, making it an ideal compan- 
ion on the battlefield. 


GEWEHR 43 
This new model developed during the War is a popular weapon among the German troops, 


being lighter and easier to reload than its Gewehr 41(W) predecessor. The Gewehr 43 semi- 
automatic rifle comes standard with a telescopic site, making it ideal for sniper situations. 


STEN MK2 (SILENCED) 

The Sten Mk2 is a popular weapon among British and other European Allied forces for its 
speed, accuracy, and large ammo store. This is the first submachine gun to be equipped with 
a silencer. When your mission calls for stealth, the silenced Sten MK2 can get the job done 
without sacrificing firepower. 


FALLSCHIRMJAGER GEWEHR 42 


This is the assault rifle of choice for German paratroopers. It was developed specifically for 
the paratroopers to compensate for their lack of supporting weapons during operations. This 
weapon is said to be the model for the next generation of full-power assault rifles, and for 
good reason—it packs a powerful punch. 


SOLDIERS 


British Commando units are well trained and equipped for special 
operations that require more than just muscle. All British Commandos 
come with one-shot kill knives, which can come in handy on the 
secretive demolition raids and intelligence-gathering reconnaissance 
missions Commandos are often called upon to perform. The Assault 
Commando is equipped with a Bren LMG, the Medic carries a Sten 
Mk2 with silencer, and the Engineer receives a Canadian military- 
issue shotgun. 


The German Elite soldier must be as versatile as he is deadly. From 
the desert heat of Africa to the frozen fields of Russia, he must be pre- 
pared for a wide range of missions in a wide range of environments. 
All German Elite troops come with one-shot kill knives. The Scout is 

" armed with the Gewehr 43 semiautomatic rifle. The Assault soldier is 
better equipped to protect himself on paratrooper missions with his FG 
42. The German Elite Engineer does not carry detpacks, but he does 
have a Mauser K98 with grenade rifle attachment. 


TECHNICAL SUPPORT 

‘| EC I ak 4k 

If you have trouble with Battlefield 1942: WWII Anthology, EA Technical Support can help. In addition to the 
material provided in the Problems with Your Software? (see p. 5), Battlefield 1942: WWil Anthology includes the 
FA Help file that provides solutions and answers to the most common difficulties and questions about how to 


properly use this product. It also allows you to send a detailed report of your problem directly to EA Technical 
Support via e-mail. 


To access the EA Help file: 
1. Start the Windows operating system. 
2. Insert Battlefield 1942: WWII Anthology Disc 1 into your CD-ROM/DVD-ROM drive. The Autorun menu appears, 


If the Autorun menu does not automatically appear, left-click the 4AStart 
button from the Windows Taskbar and select Run.... Type D:\autorun.exe in the 
Run dialog box, then click OK (substitute the correct letter of your CD-ROM/DVD- 
ROM drive if other than ‘D:’). 

3. Click the EA HELP button on the Autorun menu. EA Help opens. 

If you are still experiencing difficulty after utilizing the information in the EA Help file, you can also use it to 
contact EA Technical Support. EA Help contains a utility that detects your system's hardware and organizes this 
information into a detailed report. This report helps EA Technical Support solve your problem in the quickest 
possible time. Please note that you will need to have registered your copy of Battlefield 1942: WWII Anthology in 
order to take advantage of this utility. 


To run the utility: 

1, Launch the EA Help file. 

2. Go to page 2 of the Welcome screen by clicking the small arrow in the bottom corner. 

3. Click the Contact Technical Support button. The utility opens. 

4. Click OK to begin detecting your hardware. 

When it finishes, you can view the gathered information by looking through the various category tabs. To 

send this information to EA Technical Support, fill out the blank sections under the User tab including a detailed 
description of the problem you are experiencing and click Send (if you have an open Internet connection) or Save 
Info (if you wish to e-mail the file manually). A copy of the report is automatically saved to your Windows desktop. 


EA TECHNICAL SUPPORT ON THE INTERNET 


!f you have Internet access, be sure to check our EA Technical Support website at: 

techsupport.ea.com 

Here you will find a wealth of information on DirectX, game controllers, modems, and networks, as well as 
information on regular system maintenance and performance. Our website contains up-to-date information on the 
most common difficulties, game-specific help, and frequently asked questions (FAQs). This is the same information 
our support technicians use to troubleshoot your performance issues. We keep the support website updated on a 


, 


AS 
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daily basis, so please check here first for no-wait solutions. 
If you are unable to find the information you need on our website, please feel free to contact EA Technical Support 
via e-mail, phone, or letter. Please be sure to include the EA Help utility report in your e-mail or letter. 


To run the utility: 

1. Launch the EA Help file. 

2. Go to page 2 of the Welcome screen by clicking the small arrow in the bottom corner. 

3. Click the Contact Technical Support button. The utility opens. 

4. Click OK to begin detecting your hardware. 

If you need to talk to someone immediately, call us at (650) 628-8468 Monday through Friday between 8:30- 
11:45 AM or 1:00-4:30 PM, Pacific Standard Time. Please have the EA Help utility report printed and ready when 
you call. This will help us service your call in the quickest possible time. No hints or codes are available from 
(650) 628-8468. You must call the EA HINTS & INFORMATION HOTLINE for hints, tips, or codes. 


EA TECHNICAL SUPPORT CONTACT INFO 


E-mail and Website: http://techsupport.ea.com 
FTP site: ftp.ea.com 
Mailing Address: EA Technical Support 

P.0. BOX 9025 

Redwood City, CA 94063-9025 


If you live outside of NorthAmerica, you can contact one of our other offices. 


In the United Kingdom, contact: In Australia, contact: 
Electronic Arts Ltd. Electronic Arts Pty. Ltd. 

P.O. Box 181 PO Box 432 

Chertsey, KT16 OYL, UK Southport Qld 4215, Australia 


Phone (0870) 2432435 
In Australia: For Technical Support and Game Hints & Tips, phone: 1 902 261 600 (95 cents per minute) CTS 7 
days per week 10:00 AM — 8:00 PM. If you are under 18 years of age, parental consent required. 


WARRANTY 


ELECTRONIC ARTS LIMITED WARRANTY 


Electronic Arts warrants to the original purchaser of this product that the recording medium on which the software 
program(s) are recorded (the “Recording Medium”) and the documentation that is included with this product (the 
“Manual”) are free from defects in materials and workmanship for a period of 90 days from the date of purchase. 
If the Recording Medium or the Manual is found to be defective within 90 days from the date of purchase, 
Electronic Arts agrees to replace the Recording Medium or Manual free of charge upon receipt of the Recording 
Medium or Manual at its service center, postage paid, with proof of purchase. This warranty is limited to the 
Recording Medium containing the software program and the Manual that were originally provided by Electronic 
Arts. This warranty shall not be applicable and shall be void if, in the judgment of Electronic Arts, the defect has 
arisen through abuse, mistreatment or neglect. 

This limited warranty is in lieu of all other warranties, whether oral or written, express or implied, including any 
warranty of merchantability or fitness for a particular purpose, and no other representation of any nature shall 

be binding on or obligate Electronic Arts. If any such warranties are incapable of exclusion, then such warranties 
applicable to this product, including implied warranties of merchantability and fitness for a particular purpose, are 
limited to the 90-day period described above. In no event will Electronic Arts be liable for any special, incidental, 
or consequential damages resulting from possession, use or malfunction of this Electronic Arts product, including 
damage to property, and to the extent permitted by law, damages for personal injury, even if Electronic Arts has 
been advised of the possibility of such damages. Some states do not allow limitation as to how long an implied 
warranty lasts and/or exclusions or limitation of incidental or consequential damages so the above limitations 
and/or exclusion of liability may not apply to you. In such jurisdictions, the Electronic Arts’ liability shall be limited 
to the fullest extent permitted by law. This warranty gives you specific rights. You may also have other rights that 
vary from state to state, 


RETURNS WITHIN THE 90-DAY WARRANTY PERIOD 


Please return the product along with (1) a copy of the original sales receipt, showing the date of purchase, (2) 

a brief description of the difficulty you are experiencing and (3) your name, address and phone number to the 
address below and Electronic Arts will mail a replacement Recording Medium and/or Manual to you. If the product 
was damaged through misuse or accident, this 90-day warranty is rendered void and you will need to follow the 
instructions for returns after the 90-day warranty period. We strongly recommend that you send your product 
using a traceable delivery method. Electronic Arts is not responsible for products not in its possession. 


NETURNS AFTER THE 90-DAY WARRANTY PERIOD 


{{ the defect in the Recording Medium or Manual resulted from abuse, mistreatment or neglect, or if the Recording 
Mudium or Manual is found to be defective after 90 days from the date of purchase, please return the product 
along with (1) a check or money order for $7.50 made payable to Electronic Arts, (2) a brief description of the 
difficulty you are experiencing and (3) your name, address and phone number to the address below, and Electronic 
Arts will mail a replacement Recording Medium and/or Manual to you. We strongly recommend that you send your 
product using a traceable delivery method. Electronic Arts is not responsible for products not in its possession. 


EA WARRANTY CONTACT INFO 


E-mail and Website: http://techsupport.ea.com 
Phone: (650) 628-1900 


EA WARRANTY MAILING ADDRESS 
Electronic Arts Customer Warranty 

P.O, Box 9025 

Redwood City, CA 94063-9025 


Ua Vailihy Call the EA HINTS & INFORMATION HOTLINE for recorded hints, 
lips, and passwords 24 hours a day, 7 days a week! 

Jn the US, dial 900-329-HINT (4468). $1.99 per minute. 

1 CANADA, dial 900-451-4873. $1.99 (Canadian) per minute. 

\{ you are under 18, be sure to get a parent’s permission before calling. Hotline 
jequires a touch-tone telephone. Call length determined by user; average length is 
/our minutes. Messages subject to change without notice. 
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NOTICE 
| lectronic Arts reserves the right to make improvements in the product described in this manual at any time and 

ithout notice. 

[his manual and the software described in this manual are copyrighted. All rights are reserved. No part of this 
‘anual or the described software may be copied, reproduced, translated, or reduced to any electronic medium or 
inachine-readable form without the prior written consent of Electronic Arts. 
Software and documentation © 2002-2004 Digital Illusions CE AB. All rights reserved. Battlefield 1942 is a 
\;ademark of Digital Illusions CE AB. Electronic Arts, EA, EA GAMES and the EA GAMES logo are trademarks or 
‘egistered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. GameSpy and the “Powered by 
GameSpy” design are trademarks of GameSpy Industries, Inc. All rights reserved. This product contains software 
technology licensed from GameSpy Industries, Inc. © 1999-2003 GameSpy Industries, Inc. All rights reserved. All 
other trademarks are the property of their respective owners. EA GAMES” is an Electronic Arts” brand. 


POM SLE [EX 


amespy, 
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WANT TO JOIN THE #1 INTERACTIVE 
ENTERTAINMENT GOMPANY? 
Visit EA RECRUITER AT HTTP?//J08S.EA.coOM, 


STILL A STUDENT? 
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GET EA GHEAT CODES 
AND GAME HINTS 


e Exclusive access to an EA cheat code or 
hint— specifically for your game. 

e The inside scoop on your favorite EA games. 

e Full-care technical support. 

To complete this easy registration, follow the 


on-screen instructions during installation. 
(For more info, see Installing the Game in this manual.) 


If you have difficulty registering your product during installation, 
visit www.eagamereg.com. 
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